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What I do! 




By now, most of you v 

that Marcus Dyson has left i 

hoi scat for pastures lira (to Team 17. as if 

you didn't know!). Which leaves me in ihe 

unenviable position ul nliiiu i>[ In tiiggrM. 
anil invariably best, computer ma( in the UK, 

if not Europe (although we can'l quite com- 

jji-rc n-iili itu.' |apani'sc lilli- l-'iimirniB 7'iiii/itn 
which sells around 750,000 copies a week!) 

I'm probably a new face to mosl of you. «o 
lei me inu-oduce myself. I'm Steve Jarrati and 
I've been working on compute? magazines 
in i< i I'WIi when, as a (ill I I ana lit, I joined I be 
Ztap!64 team. Since thi'ii I've worked on 
Crash, (jimmodiirr Iforr, M'& Sfga Pnum, 
f'.immmlorr Fatmitt. I'nUtV \t\>\ liigr. So. after my 
nomadic coamings, it somehow seems lining 
lhai I should be moving back on In a 
I hi clou- cnui pun iik iii.iL'.i/inc! 



I've been at Future Publishing lor an 
live years, having drifted from maga/jr 
magazine in my unending quest loi a *< 
number'. In that respect taking uv 
behemoih like AF may nol seem like su 
great idea; but in terms of sheer ind 
clout. Af is a monster. And as Fi 
I'lihlishmg'o llagsliip. I'm honoured in 
been given the chance to take the helm. 

I certainly won't be making any di 
changes to Amiga Formal - alter all, if it 
broke, don't fix it (and with a mo: 

readership of over 140,000, AFmust be <J 
something right). 

But there's always room for imprnvc-n 
so we'll be tweaking what's there to mak 
better, prettier and more accessible. Wha 
happens. 1 want feedback from readeis. 
as subscribers, your opinions are rated hi 
than most. Speak ro me guys (ami gal 
want to know what you think. 

Starting with liackslagr. just exactly 
would you like to see featured here? ■ 
letters? More gossip? Please, let me know . 



■ few weeks ago I was the n 
Future's gaming techni 
nd as such I've been afford 
utile computer and videog: 
n Super Nintendo and i 




magazine - 
view of the 



CONTINUED OVERLEAF t 



In this part of Backstage, we 
take a look at the Amiga Format 
team, the people who make the 
magazine what It I*. This month, 
dep ed Julie Tolley explains how 
she keeps the AF office running 
like a well-oiled machine... 



Working on Amiga Formal Isn't like 
working anywhere else - If* a Strange 
mixture' of chaos, calm, madness and 
professionalism. Most ol the team could do 
with lour pairs ol hands, eyes and ears to 
deal wilh everything, but we are mere 
mortals so things gel a tad Iraught and 
stress levels reach a crescendo when we 

A |ack ot all trades, that's what being 
dep ed on Amiga Formal is all about. I have 
to write things like news, boss people 
■bout a lot and make editor-type decisions 
when Ihe editor isn't there. Then there are 
features to be planned with AFs writers. 

CONTINUED OVERLEAF t 



It's a steal! 

Get Virgin's superb Beneath 
A Steel Sky and save an 
extra £5 in our special 
subscriber offer. 

The game thai scored a massive 94 per cenl in Amiga Formal Issue 57 can be yours 
lor only £34.99 - a massive £10 off list price, and a further reduction of C5 on Amiga 
Formats own special otter price. 

Just flip the page and INI In the form ovflrleal to get in on Ihls brilliant deal! 




pages to be subbed on ihe Mac using XPress 
and final pages to be passed tor press. 

You see my job crosses over the 
boundaries of other people's Jobs - 
sometimes I'll have my production editor's 
hat on (well, only when Richard Jones lets 
me wear it), sometimes a referee's whistle Is 
my tool tor keeping the team Irom killing 
each other, and other times I'll simply sit 
quietly in the corner tapping away at my 
keyboard, occasionally requesting Frank to 
turn the music down, to which he responds: 
"Who's that dizzy old bird in the corner?" 

To give you a better Idea ol what it's like, 
here's what a typical day (Tuesdays excluded 
because It's Impossible to do any work with 
Ihe phones ringing with reader calls all day) 
might involve: 

8.30am: Drive the 12 miles from Bristol to 
Bath through winding country lanes {well, the 
A4, actually) listening lo mellow tunes. 

9.30am: Walk Into AF office, say hello to the 
Iwo Richards because they're always in 
before everyone else (Rich Jones is a dad 
and Rich Baguley hasn't got anything better 
to do). Make a particularly strong cup of 
black coffee to woke me up properly. 

10.00am: Answer E-mails and open mail. 
Check with Rich J what he's expecting from 
me. Start working on it 

f f.OOam- 1. 00am: Work la frequently 
Interrupted by questions, phone calls, faxes 
and sandwich men (there's a sandwich war in 
full swing at the moment so you've got to 
shop wisely to get the best bargain - 80 
pence for a BLT on brown and a packet of 
crisps is the best buy this week). 

1.OO-2.00pm: Sue, Frank and I )og round lo 
our body toning class (unlike consultant 
editor Nick Vettch's fictional morning jogs, 
this one actually happens). 

2.00pm-4.00pm: Finish all the stuff I started 

4.00pm-5.00pm: Go to the boardroom for a 
meeting with someone about something to 
do with the magazine. 



5.00-S.OOpm: Production dept tell me AF has 
two ads In two of our sister magazines and 
they have to have the film for them tonight. 
Work on them with Sue Or Frank. 


6.00pm: 


Leave myself notes about all the 
idn't do today. 


6.15pm: Go to the pub. 





Drive through to 3DO, Jaguar and CO 8 *, to 
the new systems en route from Japan. 

However, a few weeks ago. the games 
industry was called to the ECTS Show at die 
Business Design On ire in Islington. Where, 
twite yearly, publishers and hardware 
manufacturers are railed upon to pill their 
wares on display. I spent a whole (lav weaving 
through the glit'> siiuids tint, given that all 
the big players - Sega, Nintendo, Atari, 
Electronic Arts, Ocean and so on - were 
ihere, the one single game dial jirabbccl my 
attention lo any degree was Sujiei Stftrtiu.it on 
the Team 17 stand. 

Coded by a couple of Finnish 
programmers, this A12U07CD S2 upgrade of 

Stardust was [he uiih game dun made me stop 
and stare (remember the demo on APIS's 
Coverdak?). The tunnel bonus stage from 
Stardust - which is pretty impressive on an 
A600 - is now breathtaking. Imagine 

swrinpiiiJJ along ;i evlinihii a I limilel, Willi h is 
lull of holes, ami ill rough 1 1 lose holes you run 
see anolher, similar lunnel outside, moving in 
parallax. , , take it from me, it's mindblowing. 

And the lovely thing about it is that I 
haven't a clue how they did it! That's the 
beauty of the Amiga: the machine has an 
open architecture into which anyone with a 
keyhoard and a hide if clinical knowledge call 
delve and experiment. 

Because it's available to even one - not just 
'prolcssional' programmers - Amiga 



What would you 
like In Backstage? 

Backstage is the part ol Ihe magazine (all 
right, so It's a separate bit) especially tor 
subscribers. It's a way ol thanking you tor 
committing yourselves to the magazine for : 
whole year at a lime. It's also a place lo 
discuss things; a forum to tell you things 
that we can't tell cither readers, more lor 
lack of space than because we don't like 
them. And It's a place to get to know the 

the scenes here at Future Publishing. If 
there's anything you would like to see in II, 
write to: Backstage, Amiga Format, 30 
Monmouth Street, Bath, Avon BAt 2BW. 



coincidence dial console owners, specifically 
Sega and Nintendo gamers, have had to be 
conieni with safe, conventional, conveyor bell 

products: primarily pi. ill i games, racing 

games and sports sims. Over the last year, 
there have been so lew games worth playing - 
let alone -It ell log out -10-odcl quid lor- on the 
consoles. Amiga gamers don't know how 

Now that coders arc turning their 
attention on die AGA chipset. I'm sure we can 
expect to see some gorge s products — 



■I |U.si games. 



. Then we have lite 



up 



with 
Lallv 



of 



Amiga's CD-ROM drive, due for release in 
Sepkinbcr, which again opens up doors to 
conveisions of many excellent PC products, 
while also giving soil ware bouses an extremely 
rood reason lo code for ihe CD* formal. © 



Arthur C Clarice's on my new desk 

The one major drag about changing magazines is swapping over offices. And the Amiga 
Format office is slightly more difficult to swap with than most. With eight members of the 
team, the entire Amiga Shopper crew and a fridge, I've been temporarily banished to Marcus' 
old desk beyond the perimeter wire until a more space-efficient set-up is made. 

Then, after struggling downstairs with armfulls of 'stuff that I've gathered over the years 
(vital editorial accessories like my artificial dog-poo and lucky pool ball), I suddenly find this 
too is now off-limits. Nick and Baggers have seconded my desk, which is now taken up with a 
huuuge PC sucking in data from a 25Mb tape drive- 
It transpires that this tape machine belongs to none other than Arthur C Clarke and the 
data consists of images for his forthcoming book. The 5nows Of Olympus. For the last two 
years Arthur has been busy rendering images of Mars as it would appear during the process 
of terra-forming. Using a souped-up Amiga 4000 and a copy of Vista Pro, he's produced scenes 
of famous Martian landmarks, such as Mons Olympus (which, if I remember correctly, is three 
times the height of Everest) clad in the finery of a living, breathing planet. Riven flow along 
its canyons, waves crash against its deep red coastline, and its hills and valleys are green with 
vegetation. By ail accounts it should make an engrossing read and with 86 rendered plates, it 
should have some nice pictures as well. The book is due out in Autumn, but AF will have the 
full exclusive including (hopefully) an interview with Arthur in the near future. (Now. if only I 
can convince our publisher that It really requires someone to visit Doc Clarke in Sri Lanka... ). 



Subscribers' special Steel Sky offer 

Please send me a copy of Virgin's stunning Beneath A Please make cheques payable to: Future Publishing 
Steel Sky at the special subscribers'-onry price of M ar ne 
£24.99 - a saving of £10 on the RRP. . 



Method of payment fplease tick as applicable] 
VISA D ACCESS □ CHEQUE □ 



p/oD 



Credit card number 

□□□□ nana nana dddl; 

Expiry date 



Signature . 

Now send this form to: Amiga Format Mail Order. 
Future Publishing Ltd, FREEPOST (BS4900J, Somerton, 
Somerset, TA1 1 6BR. AMFSL05/94 



On this month's action-packed Superclisk Richard Baguley brings you 
Asteroids, a diary, a clock, a worm game and much much more... 



ON THIS MONTH'S DISK... 



AMIGADIARV - A useful desktop diary and 
appointments utility that only takes up a 
small amount of memory, so it can easily mi 
with other programs. 



TITLECLOCK - Adds a dock to the title bar of 
your Workbench screen. 
ASTEROIDS - An excellent conversion of the 
arcade classic shoot-em-up game. 




details of more than 5,000 stars and other 
objects in the night sky. 

DOSTRACE - Keeps track of programs by trac- 
ing which files and libraries they open. An 
invaluable tool for debugging programs. 

IFF2ASC - Create bizarre images with this 
unusual, but intriguing program. 

SOUNDEFFECT - Manipulate your samples in 
all sorts of weird and wonderful ways, 
including echo, noise and flanging 
To expand any of these programs, simply 
double-click on the appropriate icon to 
decompress it to your RAM disk. From here, 
you can easily copy it to another disk by sim- 
ply dragging the directory icon to the disk. 



DIESERZUC 

I've no idea what l)si\n-.ii/^ means, tint this is a 
rather nice version of (he old classic Worm, 
where vim have In guide a worm around a 

screen toward- a mini bet nl while riots whii li 
form his or her staple diet. It ali sounds so 




simple doesn't ii- And indeed it would be, 
except for (he fact thai (lie worm has the 
annoying haliii ui growing larger die more it 
eals. and if he 01 she (01 should dial be it*) 
hits either the sides or its own (ail, it's 
goodnight wormie and end of game. 

You guide the worm with the cursor keys. 
Vol i i an also , tiler the speed using I he 1 . J. ,md 
3 keys, and I lie F,si kev quit.s thr game, [hfsrtzug 
is an open ended game, so the white dots jusi 
keep appearing Tor as long as the worm is able 
to get to them. 



ASTEROIDS 



AMIGADIARV 

This is an excellent diary and appointment*, 
bnok. wrillen in C by Andrew K Pearson. 
Although Ami/riil ))<u\ is not a pal lit nlaily lantv 
or complex program, il is a veil useful thing to 
have running on your Workbench while you're 
working "i'i something else. 

The program starts off in a minimised 
from, so it won'i i log up your Workbench. To 
expand it, just click on the Close gadget to the 
left of the AmigaUian title. I 'his takes vou inio 
the main screen, l-iotti here, vou can add new 
entries (wiih the Add button), edit existing 
ones (with die Edit button) or jump to a 
s-jiei itii dale twiih the Lookup tuition). 

Alternatively, you can move forwards or 
backwards a single day hv using ihe single 
arrow, or skip fonvaid or hack a week with the 
double arrow. There is also a rather useful 
scribble pad (which you access with the 
Scribble hutlonl where vou can write general 
notes and reminders. 

To shrink the A»iiga!>ian program hack 
down to the small size, use the Shrink burton. 
The author has also included some further 
documentation and (he full source code for 
vour delectation. 




If you have never come across the Asteroids 
arcade game, you must have led a very shel- 
tered life, be very very young, or not be the 
least bit interested In games. This is an excel- 
lent version of Asteroids - one of the best- 
ever arcade games. 

The idea is very simple: you control a 
spaceship which flies around blasting aster- 
oids and generally making life difficult for the 
aliens. You have, for some reason, been trans- 
ported into a weird universe filled with aster- 
oids and to get out and on to the next level, 
you have to destroy all of them. 

When you shoot one of the asteroids, it 
breaks into several smaller ones, which you 
have to then shoot again. There are also vari- 
ous types of aliens who aren't too happy 
about your asteroid-blasting activities, and 
who try to shoot you. Fortunately, you can 
hyperspace around the screen in an effort to 
avoid their attentions. 



Before playing this game, 
copy the fonts it uses into the right location. 
After decompressing Asteroids to the RAM 
disk, just go into the Shell and type in the 
following command : 



■ 



i for 



all 



Vou need about 1 7K of free space on your 
Workbench disk before doing this. Once the 
files have copied, quit out of the Shell and 
reboot your machine. You can now play 
Asteroids. 

There are various options you can set 
from the main menu of the game. Pressing F4 
shows you the sort of alien nasties you are up 
against and F5 enables you to change the 
keys which control your ship. To play the 
game, press F1. F2 allows you to change vari- 
ous options such as the number of players 
and the level of difficulty. 



DYNAMIC SKIES 




w bright, became I only hi 



Dynamic Skies is an extremely good 
astronomy program, but you don't need a 
telescope to use it. It's designed to give you a 
view of what the sky would be like at any 
point in time, so you can pinpoint the planets 
and other interesting features of our big and 
somewhat confusing universe. 

When you start off the program, you are 
given the current view if you have a real-time 
dock fitted. Otherwise, you should set the 



Universal Time In 






v any planet 







d Pluto. Dynamic Skie: 



or constellation by clicking on one of the 
buttons at the bottom of the screen, and you 
can set various options for what is displayed 
by clicking on the Extras buttons in the 
bottom right comer of the screen. 

To select what Dynamic Skies displays, 
have a look around in the Visual menu. For 
example. Deep Sky displays objects such as 
galaxies and nebula which may not be visible 
to the naked eye, while Planets shows the 
position of all the planets in our solar system 
plus the sun and moon. 



lOK of what the program is doing. As you'd 
-xpcci. tliis takes a short, bin noticeable, 
imount id rime mid le.ids tn .1 decrease in trie 
jrngrarn's speed. 



DOSTrocr is a program for the more 

technically-minded Amiga user, or just the 
plain curious. DOSTroa (ells you which 

programs are trying lo do things to files or 
libraries by monitoring the AniigaliOS 
functions which carry oui these tasks. 

[his means dial you can work out exactly 
where a program is failing and which file or 
library it's trying lo open when it rails. This is 
extremely useful for both debugging and 
installing software. 

Vou can even specify precisely which 
functions (such as Examine, Rename. Open. 
Delele) you want die program ici monitor, so 
you can cut down on ihe unounl nl 
i n li it in alii in uliii 1 1 .ip|>ears on the screen. 

If you slarl [he program from Workbench. 
I >i)S' 1 1 Mr i>|>cii> :\ screen and give* you I he lisl 
offline! inns. hni this ran In- e.isih rediiei d-d in 
a file or ihe serial pon by adding an option to 
the info file of ihe program. 

Check the docttmcnialion. which is stored 
in both normal iral .mil AmigaC.iude format, 
for further details. 

One thing you may notice is that programs 
i tin slighih mine -lowly when DOS'lrnce is in 
acuon. This is because every time a program 
caries out a function such as opening or 
deleting .1 lilr. IHiS'lwrr sups in and nukes .1 



\iiiitiitk//<'ft is lI program for processing samples 
in a number ol weird and wonderful ways. 
which in. hide adding noise, echo, chorus or 

ili.s inn. Son nill-:/f,rt works will) :in\ Amiga 

sample, and can even load raw sample data 
taken from a tone. 

This is the unregistered version, which has 
a few limitations - for example, you can only 
save one sample in ,1 session and 1011 i ,111't s.uc 
ihe preferences. However, there are enough 
functions to enable you 10 do some serious 
sample fiddling wiih Ibis version. 

Niece ale several sample, il 11 Inrled nilli 
the program, and you can load them by 
clicking on the Disk I/O button and selecting 
one of Ihe samples held in the Workshop 
directory. Try loading the Pan.ong or the 
rM.S11.tr r file bv selecting it from the list and 
clicking on the Load Sample burton. 

Now you've loaded the sample into 
memory, you can carry 0111 am of the various 
manipulations In selecting one of the buttons 
in the bottom right oi the screen and setting 
ihe various options. 




TITLECLOCK 

This program is the sort of thing that you can 
suck on lo your Amiga and then forge 1 about 
completely, AJI ii does us put a small clock on 
the top bar of your Workbench screen so you 
i .111 sec e\ai th how long w.11 have I Ken plating 
Ditvnug. And that's about it. 

To gel it 10 run automatically, |ust drag the 
TilleOock file into your WBSiariup drawer, 
and 11 will start whenever you witch on vour 
Amiga. You can change various aspects of die 
way die lexi is displayed and what exactly it 
displays by altering die looltypes on ihe Icon. 
Clink die dm limerilalioll with I } 1 r- priiglalii 
lor detail, on how lo do this. 

IFF2A5C 

Any of you old enough 10 have yisiied the 
Seiem e Museum in ihe late Seven lies piohahlv 
have fond memories of die lather magnificent 
m» him wliii Ii si aimed in a video image and 
printed it out with the dots replaced by 
tiiltcrciM 1 liar." ten. Nils me. in 1 vou could sec 
the characters from close up. but they blended 
tngcthci In h 11 111 the image from .1 distance. 

Technology has moved on, so you can 
create this baffling effect in the comfort oi 
your own liouie on uim Amiga. /// 'Jn\ c takes ,1 
low-resolution ) I hi 1I1 oil grey-scale image and 
transforms il into a lext file. It's very easy to 

use. Inn Mm should 11. id 'In- il<i< uineiil.it 

for further details. £» 



wonderful thini 




